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DIRT MAP METHOD AND APPARATUS 
FOR GRAPHIC DISPLAY SYSTEM 



BACKGROUND OF THE INVENTION 

The present invention relates generally to the creation of computer 
generated images for viewing on a display screen. In particular, the present 
invention relates to the shading of 2-dimensional and 3-dimensional computer 
generated images. 

A primary motivation in the areas of shading and lighting in 3-dimensional 
computer graphics is to provide the viewer with a more realistic experience by 
accurately depicting the effects of light on surface variations. Lighting and 
shading in commercially available 3-dimensional graphics accelerators has 
traditionally been limited to a relatively simple vertex light variation scheme 
wherein light calculations are made for each polygon vertex and the resulting color 
values are interpolated throughout the drawn polygon surface. The limitations of 
Gouraud interpolation techniques such as these are well known and include 
inaccurate highlights and representation of only uniform surface variations at 
polygon vertices. See Gouraud, H. ? "Computer Display of Curved Surfaces," 
IEEE Trans. Computers C-20 6:623-629 (1971). The primary motivation for 
using simplistic shading routines such as Gouraud interpolation is the cost of 
implementing lighting calculations. 

In traditional graphics acceleration hardware, calculations are divided into 
per-vertex and per-pixel computations. General-purpose floating-point processors 
usually perform per-vertex computations while per-pixel computations are handled 
by dedicated fixed-point hardware. Since the throughput rate of per-pixel 
operations is of chief concern, it has been prohibitive to include complex 
operations per-pixel as they would either be detrimental to pixel throughput rate or 
require a substantial gate count to effectively parallelize the operations. Therefore, 
detailed per-pixel lighting algorithms must be leveraged with execution speed. 



With the rapidly increasing transistor capacity of today's microprocessor as 
well as the advent of lower-cost per pixel lighting strategies such as those 
disclosed in U. S. patent application Serial No. 09/222,036, entitled "Method and 
Apparatus for Providing Shading in a Graphic Display System" and filed in the 
name of David J. Collodi on December 29, 1998, the entire disclosure of which is 
hereby incorporated by reference, per pixel computation can be realistically 
expanded to include more complex lighting operations such as bump-mapping and 
specularity modulation (dirt mapping). 

The goal of most per-pixel lighting strategies is to generate the illusion of 
surfaces which are more complex than their defining geometry. Real world 
surfaces are imperfect, containing minor variations in height and composition. 
Therefore, to generate surfaces that simulate the real world, such surfaces must 
also contain minor variations in height and composition. Simulation of these 
variations is most aptly carried out on a per pixel basis. Bump mapping 
techniques simulate variations in surface orientation through map based per-pixel 
perturbation of surface normals. Such a technique is disclosed in the above- 
identified patent application. 

Dirt mapping techniques are applied per-pixel to simulate variations of 
surface reflectivity. A dirt map ordinarily consists of a two-dimensional array of 
texels, each containing an n-bit number (usually 8 or less) representing a scalar 
reflectivity value between pre-defined extremes. For example, an 8-bit number 
can represent a reflectivity between 0 and 255 where 0 is defined as "extremely 
dull" and 255 is defined to be "highly reflective". The dirt map value can be used 
to modulate the intensity of specular light at the pixel. The simplest method of 
achieving this is to multiply the specular intensity by the reflectivity value (taken 
as a 0-1 scalar). This approach is limited, however, in that the variation of 
reflective properties is not taken into account. Dull surfaces not only reflect less 
(specular) light than shiny surfaces; they also reflect it in a different pattern. The 
shape of the specular highlights produced by dull surfaces is not the same as those 
produced by glossy surfaces. In order to more accurately simulate the effects of 
light on variably reflective surfaces, the reflectivity value must also be able to 



modulate the specularity function as well as the light intensity, whereas a 
specularity function can be defined as any mathematical relating the intensity of 
reflected light to the particular angles of view, incidence, surface normal, and or 
reflection. 

Although crude dirt mapping effects can be simulated with multi-pass 
rendering in today's realtime graphics accelerators, no commercial graphics 
accelerator provides dedicated logic to allow for the realistic variation of reflective 
properties per-pixel. Since most real world surfaces have variable reflectivity, the 
ability to accurately depict this characteristic of real surfaces in dynamic computer 
generated images would aid in the production of higher quality, more realistic 
images. Since there exists a significant market demand for realistic computer 
generated images, there also exists a demand for a realtime 3D graphics product 
capable of efficiently generating surfaces with variable reflectivity. Furthermore, 
there exists a demand for a low cost method of implementing said variable 
reflectivity, i.e., by allowing for a per-pixel variation of surface reflection 
characteristics and modulating the specular light per-pixel. The present invention 
details a method and system for the low cost generation of variably reflective 
surfaces for the purposes of realtime image generation. 

SUMMARY OF THE INVENTION 

The present invention provides an improved realism for a 3D computer 
generated image by providing a method and system for the efficient calculation of 
per-pixel specular light or component values by using a reflectivity modulation 
value to interpolate between two different specularity functions. A method and 
system for map based per-pixel specularity modulation of a surface in a real time 
3D graphics renderer through the use of interpolated specularity function or 
environmental map values is provided. One or more functional modules calculate 
a pair of specular light intensity values or color values. Each specularity value is 
representative of the specular light reflected by the given pixel at an extreme 
surface reflectance characteristic, i.e. one may represent reflection from a very 
smooth surface while the other represents reflection from a very rough surface. 



In one preferred embodiment, a specularity modulation, or dirt map, value 
is arrived at by a procedural calculation based on surface offset coordinates. In 
another preferred embodiment a specularity modulation value is arrived at by 
retrieval from a two-dimensional map contained in a texture memory. 

The specularity modulation value is then used as a weight to interpolate the 
pair of specularity values. In another preferred embodiment, the resulting 
interpolated specularity value is then scaled by the modulation value (or a 
derivative thereof) to produce a final specularity value. This final specularity 
intensity or color value is then passed to a lighting unit that modulates pixel color 
appropriately to include the given specular light. 

As used herein, the term "real-time" involves rendering the whole or a 
significant part of the display image within 1/5 of a second or at the rate of five 
frames per second or higher. Preferably, a "real-time" image is generated at a rate 
of 24 or more frames per second. A "real-time" image generator should generate 
images fast enough to give the illusion of movement. 

BRIEF DESCRIPTION OF THE DRAWINGS 

Figure 1 is a diagram illustrating a realtime 3D graphics system in 
accordance with a preferred embodiment of the invention. 

Figure 2 is a flow chart illustrating the operation of a 3D rendering 
processor in accordance with a preferred embodiment of the invention. 

Figure 3 is a diagram illustrating a 3D graphics card in accordance with a 
preferred embodiment of the invention. 

DETAILED DESCRIPTION OF THE PREFERRED EMBODIMENTS 

The methods and systems of the present invention as described below are 
assumed to operate within the framework of, and further assume the presence of, a 
computer polygon graphics system which rasterizes polygon surfaces to video 
RAM. The present invention operates on a per-pixel basis during the drawing of a 
polygon surface. The framework of a polygon rendering system is used primarily 



for purposes of illustration because of its widespread use in the industry. It will be 
apparent to those skilled in the art that the methods and practices of the present 
invention can be adapted to other per-pixel surface Tenderers including, but not 
limited to, NURBS / Belzier surface Tenderers and voxel surface renders. 

Fig. 1 . gives an overview of a preferred hardware embodiment of a realtime 
3D graphics system 10 in accordance with a preferred embodiment of the 
invention. The system includes: a texture memory 12 that contains one or more 
dirt maps; a modulation unit 16 which obtains a specularity modulation value, a 
specularity unit 18 which produces two specularity values; an interpolation unit 20 
which uses the modulation value to interpolate the specularity values, and a 
scaling unit 22 which scales the interpolated specularity value. 

Initially, the polygon surface being drawn must be assigned a defined range 
of reflectivity as provided for in the specularity unit 18. A sufficient description 
of two or more surface reflectivity functions (representing minimum, maximum, 
and optionally intermediate reflectivities) must be provided prior to drawing to 
surface. Numerous methods exist for mathematically describing surface 
reflectance properties. A simple method employed in the Phong reflection model 
is to specify the specular exponent value [Phong] 30. The specular coefficient 
value is determined by 

(N * H) exp (1) 
Where N is the surface normal vector and H is the halfway vector between a light 
source vector (L) and a view vector (V). An alternate specularity calculation is 
give by 

(R * V) exp (2) 
where R is the reflection of the light source vector around the normal and V is the 
view vector. In either equation, the exp raises the base result (N*H or R*V) to the 
specified power and is the sole determinant of surface reflectivity. In general, a 
higher exp value generates a more reflective surface because it produces bright, 
sharply defined specular highlights. 
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As an example with the Phong-type reflection model given above, the 
minimum surface reflectivity could be given as an exp value of 1 , whereas a 
maximum reflectivity could be assigned an exp value of 8. It is therefore assumed 
that any point on the surface will fall between this defined range of minimum - 
maximum specularity. Alternately, more than one range could be defined by 
providing multiple specularity functions where it is assumed than any surface 
point will fall into one range, i.e. between two adjacent functions. For example, a 
Phong surface maximum reflectivity exp value of 8 and a minimum of 1 may also 
have an intermediate reflectivity exp value of 2. Therefore, any point will either 
be in the range between the intermediate and the maximum or between the 
intermediate and the minimum 

Next, for each drawn pixel, a reflectivity modulation value must be arrived 
at. In one embodiment of the present invention, the modulation value is obtained 
from a two-dimensional texture map that is mapped onto the polygon surface. The 
map values are readily stored as n-bit values in either floating-point or fixed-point 
notation. The map can exclusively contain modulation values or, alternately, can 
contain modulation values as an added component to other data. For example, a 
32-bit rgba texture map could utilize the 8-bit alpha component for each texel as 
the modulation value. In order to reduce visual aliasing artifacts, the retrieved 
modulation value can be interpolated from more than one map value, i.e. 
bi-linearly or tri-linearly interpolated. 

In another embodiment of the present invention, the modulation value may 
be arrived at procedurally by deriving or calculating the modulation value. 
Procedurally generated "maps" avoid the storage requirements imposed by 
traditional texture mapping in favor of a calculation-based approach to map value 
retrieval. For each pixel to be mapped, the u,v surface coordinates (as well as 
other optional values) are used as inputs to one or more procedural calculation 
functions which generate potentially unique (texture/bump/dirt) map values for 
each pixel. This method of texturing requires significantly more calculation 
per-pixel, but can lead to an enormous reduction of texture memory usage. 




In a further embodiment, a unique modulation value is given at each of the 
polygon's vertices. The modulation values at the vertices are then interpolated 
throughout the rasterized polygon surface to provide a (potentially) unique 
modulation value for each drawn pixel. 

Once the modulation value is obtained for the pixel, it is then used to 
interpolate the results of the nearest two specularity functions. The modulation 
value is interpreted as a 0-1 scalar value. In the example of a fixed-point 8-bit 
modulation value, the maximum value (255) is interpreted as a 1 and the minimum 
value (0) is 0. For calculation purposes, it may be more convenient to add 1 to the 
8-bit value, producing a value in the range of 1/256 to 1. 

In one embodiment of the preset invention, a single min/max reflectivity 
range is assigned to the surface in the form of a minimum specularity function, 
F mjn , and a maximum specularity function, F max . Each specularity function takes, 
as inputs, such surface and light source values needed to calculate the specularity 
including, but not limited to, H and N vectors, R and V vectors, and H*R or R*V 
scalar values. F min and F max specularity values are calculated for the current pixel. 
The specularity function may be implemented by hardware. An alternative 
embodiment may take the form of a look-up table stored in a ROM, for example. 
The above mentioned modulation value, m, taken as a value in the range of 0-1, is 
then used to interpolate the two specularity values, where the composite 
specularity coefficient, S f is determined by: 

S c = F max *m + F min *(l-m) (3) 

or alternately 

S c = F max * (1-m) + F min * m (4) 
Since both specularity functions in a range must be evaluated per-pixel, a 
preferred practice of the present invention is to implement one or more of the 
specularity functions as a lookup table. In this scheme, only one function must be 
evaluated (most likely a base calculation of N*H or R*V) and the value of the 
other function(s) is obtained from a lookup table. In another embodiment, the 
specularity functions are chosen so that one can be readily derived from the other. 
For example, F min is chosen to be (N*H) and F max is chosen to be (N*H) 2 . F min is 
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first calculated from (N*H), and the result is then squared to produce F max . In this 
example, both extremes (F min and F max ) are easily calculated whereas values in 
between (such as (N*H) ! 7 ) would be more difficult to generate. It is therefore an 
advantage of the present invention that the m value is used to interpolate two 
specularity functions rather then evaluate all possible "in-between" functions. 

In other embodiments, the m value can be used to interpolate F max and F min 
in any defined interpolation method including, but not limited to, linear, quadratic, 
and cubic interpolation. In a further embodiment, F min and F max are chosen as a 
"nearest-two" pair of functions from a number of different specularity functions 
provided for the surface. The m value can be used to determine the particular 
range of specularity functions as well as a weight to interpolate between the 
nearest two. Say, for example, three specularity functions are given for the 
surface: Fj, F 2 , and F 3 each representing the minimum, intermediate, and 
maximum specularity functions respectively, and the modulation value, m, is 
given as an 8-bit integer value. The high order bit of the m value can be used to 
determine the applicable specularity range. If the high order bit is a 1, the upper 
range (F 2 and F 3 ) is used, whereas if the high order bit is 0, the lower range (¥ x and 
F 2 ) are used. The lower 7-bits of the m value are then taken as a 0-1 scalar value 
and used to interpolate the chosen range. The proceeding example is used only to 
illustrate the concept and operation of utilizing multiple specularity functions per 
surface. It will be apparent to those skilled in the applicable art that the methods 
presented above can be adapted to surfaces with any number of provided 
specularity functions. It will also be clear to those skilled in the art that alternate 
methods of selecting an appropriate pair of specularity functions exist and are 
included, without explicit mention, within the methods and practices of the present 
invention as defined by the appended claims. 

Once the composite specularity coefficient, S c , is arrived at by the methods 
detailed above, it may be optionally scaled by a function of m. The motivation for 
doing this is because the specularity functions may determine only the shape of the 
specular highlights and not their relative intensity for various surfaces. Two 
Phong equations with a different exponent (F min = N*H, F max = (N*H) 4 ) exemplify 
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this. Both equations output maximum specular intensity (1 .0) in the case where N 
and H are equal. Less reflective surfaces not only reflect light in a different 
pattern, but also reflect less light, i.e., the specular intensity is reduced. Therefore, 
it may be necessary to scale the result to simulate the reduced specular output of a 
rough surface. Since the m value is defined as the ratio of the reflectivity of the 
current pixel from the minimum and maximum reflectivity, this value, or some 
function thereof, may be used to scale the S c value. The simplest way of doing 
this is by scaling the S c value by the m value, where: 

S c - S c * m (5) 
It should be noted that any function of m and S c could be used to modify S c 's 
value. Some examples include: 

S c = (S c ) 2 *m (6) 
S c = S c - m (7) 
S c = S c * m 2 - 1 (8) 
After intensity modification, the resulting S c is clamped to the range of 0-1 
and passed on to a shading unit which scales the specular light color appropriately 
and modulates pixel color to incorporate the derived specular light. 

An alternate embodiment of the present invention interpolates between two 
specular color values to determine pixel specularity. In this scheme, the m value is 
obtained in the method described above. The two specularity functions, however, 
are replaced by two color values, each retrieved from different color maps. The 
final color is interpolated from the two color values and optionally scaled before 
being passed to shading hardware which uses said final color to modulate pixel 
color. This embodiment is particularly useful for map based reflection techniques 
such as reflection and environment mapping. 

In the above-mentioned alternate embodiment, specular light intensity 
and/or color is retrieved from map values rather than direct computation. One 
implementation of map-based specularity involves interpolating two-dimensional 
vectors across the polygon surface. The interpolated vector is used to address a 
color map at each pixel. The color retrieved from the map (and optionally 
interpolated) is taken as the specular light color (or as the pixel color if the surface 
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is completely reflective). These interpolated vectors can represent either surface 
normal or view reflection (reflection of the view vector around the surface 
normal). 

Another method according to the present invention involves interpolating 
3-dimensional vectors. At each pixel, the interpolated 3D vector is divided by its 
largest component, and the divided values of the other two components are used to 
address a 2D map, i.e., the vector is extended to point to one of six maps on a cube 
surrounding it. 

Regardless of the manner used to obtain them, map based specularity 
techniques require an x,y pair of map coordinates per pixel. In the present 
invention, the x,y coordinate pair is used to address at least two maps - one for the 
high reflection and one for the low reflection. These two maps may be provided, 
for example, from the scene database and stored in the RAM of the graphics unit. 
Usually, the low reflection map is just a filtered version of the high map since 
coarse surfaces tend to scatter reflected light, thereby blurring the reflected image. 
A widely used method for facilitating multiple levels of detail for 2D maps is to 
provide one or more "mip-maps" of the original map. The mip-maps are filtered, 
lower resolution versions of the original map which are scaled so that the original 
map coordinates can easily address them. 

Color values are next retrieved from the high and low reflection maps. The 
m value is then used to interpolate the color values from the high and low 
reflection maps. The resulting color, C s , is then optionally scaled by a function of 
the m vector in the same manner as the S c value described above, i.e., the intensity 
of C s may need to be reduced or increased dependent on the reflectivity of a point 
on the surface represented by the current pixel. In addition, the color of specular 
light, not just its intensity, may also be modulated by a function of the m value. 
This technique could be used to produce special effects such as a dirty metallic 
surface in which different parts of the surface reflect different wavelengths of 
light. 

Another embodiment selects a range from three or more maps. Values are 
obtained from the high and low maps in the selected range and the m value is then 
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used to interpolate and optionally scale the map values. Once a final C s value is 
arrived at, it is then sent to a shading unit wherein it is used to modulate surface 
color accordingly. It should be noted that in the above disclosure, the reflection 
maps were assumed to contain color values. Those skilled in the art will recognize 
that the methods disclosed above can be applied to maps containing any type of 
numeric shading values such as specular light intensity or coefficient values. 

According to the present invention, a pixel in a graphics rendering system 
is assigned a modulated specularity value from a map or procedurally derived 
modularity value m. An m value is obtained for the current pixel and 
subsequently used to interpolate between two specularity functions, F x and F 2 , 
representing a high and low surface reflectivity. Each specularity function is 
evaluated and the resultant values are interpolated using the m value as a weight to 
obtain a composite specularity value, S c . The composite specularity value is then 
passed to a shading unit where it is used to modulate output pixel color. 

Another preferred embodiment of the present invention uses the m value to 
interpolate between color values obtained from two reflection maps representing 
high and low specularity. Color values are obtained from each map. Then the m 
value is used as a weight to interpolate said color values, resulting in a final color 
value, C s . This resultant color is then passed to a shading unit where it is used to 
modulate output pixel color. 

The present invention is described here within the example environment of 
a realtime computer graphics rendering system. It will be clear to those skilled in 
the art that the methods of the present invention disclosed herein may be adapted 
to any suitable computer graphics rendering environment including dedicated 
computer graphics hardware (single or multi-chip), such as a graphics card with a 
graphics unit, video game console devices, virtual reality devices with a graphics 
unit, and low and high end graphics workstations. It will also be clear to those 
skilled in the applicable art that the methods of the present invention may be 
implemented in a number of ways including custom designed graphics hardware, 
custom logic within existing graphics hardware devices, micro-code in 
semi-programmable graphics hardware devices, encoded instructions in a software 
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graphics Tenderer, and encoded instruction in a programmable per-pixel shading 
device. 

Referring now to the drawings, Fig 1 . gives an overview of a preferred 
hardware embodiment 10 of the present invention. The system contains: a 
modulation unit 1 6 which obtains a specularity modulation value, a specularity 
unit 18 which produces two specularity values, an interpolation unit 20 which uses 
the modulation value to interpolate the specularity values, and a scaling unit 22 
which scales the interpolated specularity value. Fig. 2. is a logic diagram 
demonstrating the operational sequence of the above mentioned modules of Fig. 1 . 

The operational sequence depicted in Fig. 2 is performed for each drawn 
pixel of a surface. The first step is for the modulation unit 16 to calculate a 
modulation value, m. The PointData 32 input to the modulation unit 16 consists of 
surface values corresponding to the point being drawn. In this example, the 
PointData contains an (x,y) coordinate vector 34 interpolated from the polygon 
vertices. The modulation unit 16 uses the coordinate vector to address a 2D map 
residing in a texture memory 36. The map value corresponding to the coordinate 
vector is then read in. The map value can be read directly from one map texel or 
interpolated from a number of texels as in bi-linear and tri-linear interpolation 
which are well-known techniques to those skilled in the art. The map value, which 
is assumed to be an n-bit fixed point number taken as a 0-1 scalar value, is output 
from the modulation unit 16 as the m value 40. It will be obvious to those skilled 
in the art that the operation of the modulation unit 1 6 is similar to that of a 
standard texture unit. The modulation unit 16 can comprise a standard texture unit 
with the distinction that one or more of the outputs logically constitutes an m value 
as defined by its subsequent functionality detailed herein. 

Next, the specularity unit 18 calculates two specularity values SI, 50, and 
S2, 52. In this example, the timing of the specularity unit 18 in relation to the 
modulation unit 16 is not critical. The specularity unit 18 can run prior to or in 
parallel with the modulation unit 16. It is only necessary that both have executed 
prior to the next step. The SpecData 60 input to the specularity unit 18 consists of, 
in this example, a scalar 0-1 value representing (N*H) 62. The N*H value is 



13 



calculated by an external shading unit such as Phong shading hardware or high 
speed Phong approximation hardware such as those disclosed in U.S. Patent 
Application Serial No. 09/222,036. The specularity unit 18 then uses the 
SpecData 60 to calculate the two outputs, SI and S2. The SI, S2 values are 
obtained by applying SpecData 60 to two specularity functions, T lf 66 and F 2 , 68, 
respectively such that: 

51 =F!(SpecData) (9) 

52 = F 2 (SpecData) (10) 
Within the context of this example, the aforementioned specularity functions are 
performed in the following manner. F] is implemented as a one-to-one function 
that simply returns the input. In this case, the F! function 66 simply passes 
SpecData 60 to its output SI. The F 2 function 68 represents a higher-order 
function implemented by a lookup table. The SpecData 60 is used to index a 
linear (ID) lookup table, the result of which is output to S2. Depending on 
available lookup table size and required accuracy, the result of lookup table can be 
optionally interpolated. The SI and S2 output values logically represent the high 
and low specularity coefficients for the surface at the point of the current pixel. In 
another embodiment, the Fj and F 2 functions 66, 68 are evaluated through direct 
calculation hardware rather than a lookup table approximation. In a further 
embodiment, the m value output 40 is taken as an input to the specularity unit 18. 
The m unit 40 is then used to choose a "nearest-two" pair of specularity functions 
from a pre-defined set of functions, Fi through F n . 

Once m, SI, and S2 are calculated, they are passed to the interpolation unit 
20 at block 60. The interpolation unit 20 at block 62 uses the m value 40 as a 
weight to interpolate the SI and S2 values, producing a composite specularity 
value, S c 64. The simplest equation for the derivation of S c is: 

S c = Sl*m+S2*(l-m) (11) 
where SI, S2, and m are interpreted as 0-1 scalar values. The S c value represents 
the specularity value of the current pixel in terms of surface reflectance patterns 
and not necessarily reflection intensity. In this example, the SI and S2 values 
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were both potentially 0-1 scalar values, both could take a value of 1 representing 
maximum specularity. If the m value 40 is such that the surface at the current 
pixel is considered less reflective, it will be necessary to dim (scale down) the S c 
value since SI and S2 assume maximum brightness. Therefore the S c value is sent 
to the scaling unit 22 which takes S c and m as inputs at block 70 and scales Sc 
with m 72produces a scaled output value, S f 74 as a function of its inputs. In the 
case where a low m value represents low specularity, the operation of the scaling 
unit can be described by the following simple formula: 

S f =S c *m (12) 
Alternate embodiments may employ more complex scaling routines than the one 
described above. Likewise, an alternate embodiment could provide pre-scaled 
specularity functions in the specularity unit, thereby eliminating the necessity for 
scaling the S c value. These prescribed functions may be implemented in the 
hardware or alternatively the prescribed functions may be stored in a look-up 
table. 

Finally, the scaled and interpolated specularity value, S f , 74 is passed to a 
shading unit 90 where it is used to modify the color of the drawn pixel. 
Techniques for modifying pixel color through the application of specular light are 
well known. For the sake of clarity and scope, an example is presented, 90. First, 
at 92, the color of the specular light source, C L , (stored as a 3 -dimensional (r,g,b) 
vector) is scaled by the S f value, producing a 3-dimensional specular color vector, 
C s . Traditionally, the C s value is then combined with a surface color value, C n , to 
produce a final color value, C f . This combination of specular light is routinely 
performed in the following manner: 

Q=C n + C s (13) 
However, the resultant color in this equation might have component values which 
are >1 (assuming all components are originally 0-1). An improved method for 
combining a specular light color, C s , with a surface color, C n , is to interpolate the 
colors based on the specular intensity. First, at 94, a value, max, is obtained 
wherein max is the maximum component value of C s , i.e., max is equal to the red, 
green, or blue component - whichever is greatest. Next max, C s and C n , as 
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defined previously, are passed to 96 where the final color value, C f , is calculated 
as follows: 

C f =C n *(l-max) + C s (14) 
This scheme allows the brighter color to dominate while keeping component 
values in a 0-1 range. The resultant C f value is then passed out from shading 
module 90. 

Fig. 3 illustrates an alternate preferred embodiment of a graphics card 100 
implementing the present invention. The graphics card 100 includes RAM 102, a 
graphics processing unit 104 and communication element 104. The RAM 102 
provides temporary storage for texture, bump, and dirt maps as well as any other 
data relevant to rendering a scene, the graphics processing unit 104 provides logic 
elements which operate on data to provide pixel information stored in scene 
memory and the communications element 106 provides a one or two way 
communications link between the graphics card and an external processor. The 
graphics card 100 can be implemented with a wide variety of computers such as 
PC's or low to high-end workstations or in other environments such as stand-alone 
videogame machines or virtual reality devices. 

Now, by methods of the present invention, the current pixel has been 
shaded according to the intensity of the specular light emanating from the current 
surface point as well as the reflective properties of the current surface point as 
defined by the maximum and minimum specularity functions, Fj and F 2 , and the 
reflectivity modulation value, m. The calculations performed by the hardware 
described above are simple enough to implement at a low cost within current and 
future 3D graphics rendering hardware. 

The above description of the present invention in terms of the example 
environment has been provided for purposes of clarity and convenience only. The 
disclosure is not intended to limit the scope of the present invention to the 
implementation of the example environment, but rather as a convenient means to 
illustrate the methods and practices embodied by the present invention. In fact, 
upon reading the above description, it should become clear to those skilled in the 
relevant art how to implement the present invention in alternative environments. 



